


The Immortal1* 
I 'hi s game is h censed by 
Ninleiulo' for play on the 

Nintendo 
EnTCRTflinmG nT 

I'll is official seal is your ass u ran ce 
that Nintendo1 has reviewed 
this product and that it has 
met our standards for excel- 

in w 
liability and entertainment 
value. Always look for this 
seal when buying games and 
accessories to ensure complete 
compatibility with your Nintendo 
Ln terta i r i men l Svs te m. 

Nintendo and Nintendo I n terta mmer it System Lire registered 
trademarks of Nintendo of America Inc, 

CA RE OF YO UR GA ME 
* Al\\ jy s turn the power ciff before inseiling or removing 

the game cartridge. 
* Do not touch the terminal connectors or get them w-et. 
* Protec t you r ca rt fro m ext rente tern jxt a E u re cond iti c ms. 
* Do not hit, drop, or take your game cartridge apart, 
■ Do not dean the game cartridge with alcohol, thinner, 

benzene, or other solvents, m*-" 'Bi 

CONTEN 
How To Begin Your Quest .. * - - I A fa k ...1 

Press Hutton A or H tr> Start the First lev11....1 
Using Your Controller.......——2 

..it The .Action Begins Immediately..... 
Casting Fireballs......4 
looking Through Your Wizard's Pack.....4 
Using an Item From Your Wizard's hack...5 
1 “arising the Game..... 6 
Beware of Pit Traps] .... 
Climbing Up and Down ladders. 
Sleep on the Straw...... 
Completing a Level of the Labyrinth ... 
Restarting a Level—... 

Combat. 
How to Attack .. 
How- to I )uek. 

I S Ml ■! f- ■ ■ p - ■ m • m mm m ^ ^ 

7 
I I I I I I I 1 1 I 1 I I I I I R I I m ? ! IF 

7 
mmmmtmmmammrnmmii - Jfa fa ..i • . I i . B 

7 iiraiirviii'-iBr-s-r-'-r r 

mu ■■ ■■■ ii ruiiiRi vi n r 

10 
1 ] - - - -■ m m m fi . fi i J 

.....13 
Jo urn try Through Level 1 ... «»■»« 16 
Codex of the Serpent (Mordamir s Notebook) 28 



1 be morning sun tieats the jagged peaks as you 
follow the forgotten road down to the valley 
floor, The bleached mins of great columned 
temples and towering citadels rise from the 
grassy plain like the bones of some colossal 
beast Surely this was the ancient city of 

trinoch, destroyed by dragonrs fire over IDO0 years ago. 
Mordamir spoke often of this city,.. 

Mordamir! Your 
teacher in the 
arts of 
wizardry! 
Surely he 
vistted the 
fabled 
Labyrinth of 

X 

Eternity buried 
beneath the ruins 
of Erinoch! Perhaps 
tliis is where you will 
once again come face to 

with your long lost 

master.,, 

Make sure the power switch is Off. 
Insert your IMMORTAL cartridge into your NKS as de¬ 
scribed in your NFS control deck manual. 
Turn the power switch ON'. The title screen will appear,, 
and then you can watch ft demo of THE IMMORTAL. 
When you're ready to play, press button A or B 

To start the first 
level, press button 
A or If when rhe 
box is over end. 

Starting Where You Left Off 
There are many levels in the . Every time you com¬ 
plete a level, you'll get a string of numbers and letters called 
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a certificate. You can enter a certificate to start where you 
Lett off. See page 8, Restarting it Level 

REMEMBER! VVr/fe Ik mu Your Certificates'. i 

[Using S our ( oiitmlk-f^ 

Basic In net ions 

Go 1b Wizard's Pick Iftetfsrt a l*vrl 

•Can f Intel I* 
•Get out trf 

pat traps 
* Kirt button 

for special 

In the Wizard's Pack 

M-pv? box 

SdfiCt 
item irl 
box 

Combat 

Hold down control pud 
ULVT or kllil L I... 

You 

Vitality 
Vitality measures that 
special spark that keeps 

you healthy and strong 
You lose Vitality when¬ 
ever monsters or bats 
inflict damage on you. 
When your vitality runs 
out,, the wizard dies. 

You Have Three l ives To Get Through Kach Level 
In each level of the dungeon, you have three lives to 
complete (he level If the wizard tiles three times, you have 
to start over at the beginning of the level. 
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i he labyrinth is a home for vicious 
vampire hats. Tile bats will Slick 
Vitality from you if you're not 
careful! You can protect yourself by 
casting fireballs at the bats. To cast a 
fireball, press button A or ft, 

Fireballs only affect flying creature.s. 

Cast fireballs 
at bats! 

You always have a Wizard's Pack to carry important items. 
To look al i he items in your Wizard's Pack, press SELECT, 

You can sec up to three items 
at a time — but you may have 
more than three items in your 
[jack. To .see any other items 
in your Wizard's Pack, hold 
down control pad UP to select 
more and press button A or IT 
When you're done looking, 
pn^ button A or B to go back to the action. 

"" 

Pick Up t very' Item You Come Across! 
There arc no ’bad" items in THE IMMORTAL. tome 
Items can harm you, but only when you use them al 
the wrong time or in the wrong place. Always search 
looms thoroughly ;.md don't leave any items behind! 

To use an item, press -St'LILC I. 
Hold down a direction on the 
Control pad to move the Injx 

to an item, then press button 
A or It. Most items can only be 
used once and then they're 
gone — so be careful where 
you use them ■ 

IMPORTANT! Don't Drop Items YouVNeed Later! 
Sometimes you need to set certain items down in order 
to use them — tor example, you may use certain GEMS 
by setting them on the ground. But watch Out! If you 
set an item down in the wrong place, make sure you 
pick it back up bed ore you leave or you won't find it in 
your Wizard's Pack! 



Pausing the Game 

If you need to pause the game, press SELEC T to bring tip 
your Wizard's Park. When you're ready to go back to the 
action, press button A or B. REMEMBER! You can’t pause 

during combat) 

You may be surprises! when the flour unexpectedly van* 
ishe.s beneath your feet and you're left hanging above rows 
of iron spikes! Fortunately, there's always a chance of 
getting out. To swing out of a pit trap, press button A or B 
ijukkiy ittui lit n iwistuut pace, DQNT BE ERRATIC when 
you're pressing the button or you'll fad to your doom! 

If you fall in... ..swing out! 

To get up or down a ladder, just move 
the wizard up to it — he'll automati¬ 
cally climb or descend, Ik1 careful 
going down ladders — move the 
wizard only to tire side of the open¬ 
ing with the ladder on it or he'll fall. 

Approach open¬ 
ings from this side. 

Piles of straw provide comfortable, SAFE 
places to rest, To sleep, move onto the straw 
and just stand there. After a moment, you'll 
lie down and go to sleep. PAY CLOSE ATTEN¬ 
TION TO YOUR DREAMS! 

Completing d Level of the Labyrinth 

Whenever you complete a level, you get a certificate. 
WRITE DOWN YOUR CERTIFICATES AND KEEP THEM IN 
A SAFE PLACE. If you quit playing I TIT IMMORTAL, you'll 
need the certificate later so you can start on the level in 
which you left off. 



Press button A or It to begin the 
next level,., 

.. OR quit and start the next level 
some other time using the certifi¬ 
ed te! 

Only Useful Items Go with Vou to riie Xext Level 
Some items only function on a particular level. Before 
you descend to the next level, the magic of the laby¬ 
rinth will remove any items you don't need from your 
Wizard's Pack. 

Restart mg a Level 

Select NO if you 
change your mind 
and want to 
continue where 
von left off. 

Select YES to 
restart a level. 

To restart a level, stress START, 
If you select YFS, you can restart the level you're currently on 
or you can go to any other level you have a certificate For. 
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Restarting the Level You're 
Currently On 
To restart the level you're currently 
on., press but ion A or B when I he box 
is over end 

Restarting Another l evel 
To restart a different level from the 
ore you To currently on, you have to 
enter vour certificate for that level, 

X 

Use the control pad to move the box 
to a numher or letter, then press 
button A or B to select it. Select del if you made a mistake 
and need to delete numbers or letters. Once you've cor¬ 
rectly entered your certificate, move the box to end and 
press button A or It. 
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When a monster attacks, you must fight until one of you 
whis. Reduce tile monster's Vitality to zero or you'll lose 
a life! 

Monster's 
Fatigue 

Monster's 
Vitality 

Your 
Fatigue 

10 

How to Attack 

jab 

S' fj* 

Press button B 

Forehand Slash 

Hold down control 
pad RIGHT 

Press button H 

11 



backhand Slash 

Hold down font ml pad 
ra. 

Press but ion K 

Vary your attack? 
Never do ju\l one kind of attack. Use combination’s 
jab, backhand slash, jab, forehand slash, etc. 

■ ■■ — - ■ - -- ■■ - -— 

I low to Duck 
A 

You can duck your opponent's blows. The trick is to lean 
away fntm the monster's swing so you don't take damage 

Duck Right 

Hold down control pad 
RIGHT 

U m 

Press button A 

Duck Lett 

Hold down control 
Kid LEFT 

T 0 ] 
■r\ ^ 

3 i 

.i 

Press bin ton A 
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Duck to Tire Out Your Opporten t 
The more your opponent swings at you, the faster he 
gets tiled atfd the more his Fatigue goes up. hut 
ducking doesn't tire you out. A good strategy is to duck 
your opponent's swings and tel his Fatigue rise. Wait 
until hehs tired before you make your attack. 

Fatigue Slows Down Your Attacks’ 
As your Fatigue goes up, you slow down. It takes you longer 
to swing when you're tired...and. that gives your opponent 
more chances to hit you’ 

The more 
you ufftirt... 

...the more your 
fatigue goes up! 

I 
i 

Defend Yourself to Lower Your Fatigue 

Mot attacking makes 
your fatigue go 
dow n! 

j 

NOW YOU’RE READY TO 
START THE GAME! 

Let Journey Through Level 1 Guide You 
On the next page you'll find theJoumey Through Level /. a s-tep- 
by^slep guide through the first level of the labyrinth. Read the 
guide to get into the game quickly, then use youT wits to finish the 
adventure. 

Complete the Adventure On Your Own! 
You can certainly explore Level I without reading further. How¬ 
ever, here are some general hints that might improve your game: 

* Explore every room thoroughly. 
* Pick up every object you can. Every item in the dungeon has a use. 

The Codex of the Serpent 
In the back of this manual you'll find the Codex of the Serpent, a 
notebook left behind by your lost teacher. Mordamir. Look through 
the Codex when you need hints to he Ip you solve a mystery. 
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You vc just entered (he laby¬ 
rinth, You're standing In rhe 
antechamber of the first level. 
You see a skull, a tan die, a rad 
some strange pits in the floor, 
t he only way to know what 
these things are is to go up 
and examine them. 

An image of Mordamir will appear 
and si>eak to you. Who is Dunrlc? 
Maybe Mordamir mentions him in 
{tie Cvtk'X of the Serpent ( r he next 
section in this manual). 

f \ 
•t 
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Read Every Message Vow Corjit Across 
Messages like this give you Impor¬ 
tant Clues that will help you solve 
the mysteries of THE IMMORTAL 
It's important that you READ 
EVERY MESSAGE that appears! 

What Are These Strange Squares, 
Much of the fun of THE IMMORTAL is 
exploring the labyrinth. If you want to 
know what happens when you use a 
Certain item, go in a certain room, or 
stand in an odd place, iust try it. 

Go Through the Door 

To go through the door, just move up to it 
you']! automatically open the door and 

pais through, 

: 
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Not Ail Doors Are Unlocked 
This door is unlocked, but other doors in the same will 

| be locked. If a door is locked, a message will appear 
telling you whether you have the key or not. Some¬ 
times you'll have to find a certain key before you can 
open a door. 

A chest 

A fight in progress! 

'A 
lj A slain fighter 

7 
Watch nut for 
fireballs! 

['he flame jets are dangerous! 

Search the Slain I liter 

A slain fighter is lying in the lower right part of the room. 
Go over and see what useful items he may have dropped. 

18 
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Search for pos¬ 
sessions. Hold 
down control 
pad RIGHT to 
highlight YES, 
ihc-n press 
but tort A or Ik 

Always Search for items 
You can search for items just by moving the wizard to 
i he area you want to search. If tlitre Is anything of 
interest in the area, a message will appear telling you 
what It is. 

S’kk up 
DUN RIG'S 
RING. Hold 
drjwn control 
pad RIG H I to 
highlight YES, 
then press 
button A or JR. 

Help Out a tallow Human 

There's a scuffle going on in the left part of the mom, A 

goblin is attacking a human! Go help him. 



I he Ii n 
won't ivant 
vou interfer- ■ 
ing, m the 
fight and will 
attack you. 
This is your 
! 3 r-ii emdwL! 

Remember How to Fight? 

To duck, hold down control pad RIGHT or 
LEFT and press but Ion A. 

To jiabr press button B. 

To slash, hold down control 
pad RIG I IT or LET 1 and press button JJ 

To talk to the 
warrior, just 
move up to hi in. 

The warrior will give you ;l key you cars use1 to open the 
chest. 

Making the Text Scroll Faster 
If vou want to snake the text scroll faster, bold down 

P* *B '■ ■ 1 fj ™ ■ ; - . I» MJ ■ '■ ^ » 1 • ‘ • *_ ■'“ Ml “ST If i 

button A or B. But don't do this the first time you read 
* * . 1, a**!' i ^ ■ *»•: r" ' > 

a message! 

Go to the chest in the middle of 
the room. I he fighter gave you a 
key, so you'll have no problem 
with the lock. Open the chest and 
take all the items in it. 

21 



The first goblin will 
attack you immedi¬ 
ately. It's combat 
time again! 

The lieuumani is guarding the chest and won't attack 
unless you come too close. Vnu need the items in the chest, 
so approach the lieutenant and get him to attack. 

r 
L 

Search the I ieutenant 

You'll find a note on the lieutenant s body warning you 
about shades. 

Rfjul (he note. Search the body, Take the key 

II I ■ ll-KLvi. 
F 

■i 
rt 

t£;J. 

i > 

p 

Open Lbe l li.esi Take the 
50 gokl pieces 

Pickup the BOIT1.K and the 
CHARM SCROLL before you leave 
the room. 

Dotlgi1 lhe Poivoit Arrows 

1 here's a safe path 
through part of this room. 
The last stretch will take 
some artful dodging! 

r rZ * * 
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Move along the upper wall 
and then down the left 
side to j^et to the other 
door. 

Remember How to Get Out of a Pit Trap? 
You need to react quickly when you fall in a pit trap. 
The trick is to swing out before your staff breaks. As 
soon as you fall in, press button A or H quickly but at a 
constant pace. 

The pit traps arc the least of your problems in this dark 
room. There are invisible shades that prey on wi2; 
What you need now is some light so you can see the 
shades. 

Use a FIREBALL to 

Move until you're 
J 

up against the 
upj>er wall. Now 
shoot a fireball to 
light the torch. 

Now you can see the shadows of the shades. 
Stay dear of tile shades! They're deadly! 

On the left side of the room is an AMU 
LET. Tick it up and then make your 
escape through the lower door. Re¬ 
member, there are pit traps! 

In the rigid side of the room a small beam of sunlight is 
peaking through a thin crack in the dungeon wall. Once 
every 1000 years, the beam of light falls on the jewel set in 
the stone floor, which opens a trap door that leads to the 

25 



lower levels. Righl now., you’d have to wait 111 years for 
the tight to activate the trap door. 

Fortunately, yon have something to reflect the light onto 
the jewel so that the door wilt open! 

Mrjve the wtaaft] tt> 
the beam of light. 

Ilress SfcLfeCT to being 
up your inventory. 

Select Amulet 

Meet YFS 

r ^ 
^Don't Head llif Kimcs! j 

Reading the runes is NOT a good idea. 
Youll find out why later. 

Now climb down the Eadder. Get ready! 
There's one more goblin you have to 
fight before you're done with Level I! 

You're cm your own now. MO R DA MIR AWA1 Y$ YOU’ 

1, titfl ilt'UW Imm lh*' shim Fighter, 
2- Help i mi i h u figWei. Patent a he- gublinr ih«*p iii3k to the man, 
A. t|**E Hems Uid nei(urc from ihc chcst, 
4 Slay the goblins and March far valuables. Open the chest, too. 
5 Avoid poison arrow traps! 
h. Don’t tail ichiu a pifl Irap! 
7. Light Iht- torch wlih a I'Jn-tull. ltd. up ilie amulet foul keep tmay From the 

shade* and pit iraps! 
K. ilold Ihf amulet up to tiler light. Pwn'l rfad iFw mm'>, tFuiiigb 



Eeuel 1 

t * Mordamir, Wizard of the 

Crimson top, 

wrote thefee 

not-ea to expiain 

the mysteries or 

this <3ark Paby- 

ri«th. Today i 

forth to 

■explore the 

draqor's \a'-. 

hope !tiy wit® are 

keen enough to 

escape r?er cunning 

a^air: vhu& [ leave ■ 
these ivoras for a ny 

who come after me. 
May they keep you 

from an untimely end in 

th® forsaken p'&ceJ 

«*. 
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v’unric — my faithful Student in 

the art of wizardry — will be the 

first to come ookirg for ree, 

He’s often accompanied by Erekr 

a fighter. 

i 
y 

f Under, my servant and 
bodyguard. 

/ 

jZmX*. * 

ET- - 
rv 

# ^ 

4 *. % 

% 
,. Upper levels 

a tribe of 
crea 

tures known as 

goblins, Hostile to strang¬ 

ers, but seem to possess :,i 

reason, intelligence, seme 

ngenuity with tools. 

The tribe goes by the 
1 

name ef Drug!. The'r 

king is Gresh the Wise. 

The goblins are cur¬ 
rently at war with a 

r- 

more hostile and powerful tribe 2 

of creatures known as trolls, ^oth 

sides desperately seek control over the upper levels of 

the djrgeot, Perhaps a show of £oroe wou ti Convince o ne 

of them that wizards make better friends thar foes.,. 
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4 
■3 

I 

A safe path past the arrows, I got this far before ! set 
off the trap. 

Psn^er. Pit traps 

In the dark room that follows are deadly creatures* 

invisible to the eye, Only their shadows tan l?e seen ir the 

light. Keep a torch tit arid watch their movements 
csrefuily. They move quickly! 

There are pit traps in this room as w&\. 

33 



kiddie of the Sun 

Media r ism thousand years' 

* 

Something shiny,.. 

A,, After two days of hitter combat, Anna?-the Elven 

Lon? escaped the enemy, but through Kit, veins ran a 

fatal poison, drawn from the keen ed#e of the 

Shadowlc-rd's 
mountains to 

?d over the ni^h 

of Eonoon, where 

entered the Labyrinth in search of' the fabled Water, 

said by many to heal even the deepest wounds. 

"Peep in the ctiliy caverns of the 

-i nth „ the Lord searched 
Founts n, a aying the evi 

dwell in that dark 

dd. a sword c 

&ut drt the second dayh foul 

slime creatures caught 
Ariear off guard and 

stripped the 

his body. To this day 
h io pones and 

m 

sword lay 
there 

a 

still,.,4' 



fv\avs? can demise a spelt to srrirg them under my 

co ntrpL. * ■ l 

Spores, The goblins sometimes use their as a kind r 

weapon. When planted in soft dirt, these 

iHu&hf’OOinS' that grew to ,vaist n a matter of 

seconds. The full grown mushrooms i 

more spores in a radius of 33 ■‘eet.. The 

be added sre deadly to 
goblins, and trolls. The 

carry them in sacks 

them selves. 

Can be reccgmsce 
■ 

by their strong, 

sickening sme;s. 

Legends ^ 

have told of 

way fa rers 
attacked by Will 

The Wisps. I reckoned such ., 
stories were the prodwts of 

childish Paginations, but now ! have seen these hateful, 
creatures witn my very eyes, I know little of their 

nature,.. Are they intelligent? Perhaps they are disem- 

vo&ed spirits of some soft, or maybe creatures 
in any case, they 

the 

they despise iving and eagerly attacs mortal 
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vesr5 a.gOh when sorcerer’s 

towers stretched 
the heavens and the Halls 
of Wizardry protected the 
knowledge of the 
spheres, the 
Erincch had need of 
locksmiths; The most 
cunr-in^ locksmith, I 

recai', was a dwarf 
the name pf i-inpli. His 

loots never involved 

anything as 

simple lock .and key. LindTs mechanisms res|ui 

unusual 
around an 

finely Crafted gems, feeams of igtot 

oT EHnoph. 3:,t Undli prospered while serving the 

whe*r the draper came over 1000 yea^s ago, his hojse 
was destroyed and his family perished in the flames, 

finite mad after seeing the beast devastate 

he cursed wizards who unleashed 
the dragon's wrath, he vowed to seal off the labyrinth 

forever sc tnat men woUd no langc:- seek the Water,, 

The magic dust 
can be thrown to 
make an 
irritable old 
fool your 
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Troll*. The Shmdrak, as they calil 
i*pr* *• iHDViflRHi 

themselves, ryle much 

levels. For the most; pari;, they 

are stupid and sjurck - tern 

something, to 
take advantage of. 

* 
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A troll will throw his ri knife t'jd-l kr 

o oral- on ly when he wants to 

lenge another troll to combat. 

It would be good to throw 
the ritual knife in a 

room with two 

trolls, 

Proteus, a god of 

the sea, was a 
master shape- 

changer who 

could trave: dis- 
g u S ed as f i re a nd 

wild boars. This ring was forged by Proteus when the 
earth was young. It allows the wearer to ta<e on the 

form of a goblm. Bewared The wearer must keep Ns 

distance from others or the illusion will be dispelled — 

and some are too wise to believe 'ts charmsl 
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Troll bomb. One whfFf 

of these device and V 
trolls are paraiyasd, 

T 

H 
s 

%k 

.* ,’y.v 

• • • 

^ed ge ms 

* 

rook best b 

green light. A. 

1. 

v;:” ,^: ox- 
r” 

jfr 

fceuel 4 
- 

W'her Punrit intervened 

with the trolls' battle 
f 

against the goblins, they 

Kidnapped his daughter. 
Ana, and dragged her 

into the labyrinth. As she 

possesses some of her 

father's Skili in sorte^v 
she had no trouble 

escaping the trolls, lout 

o n he?- way a l t. she 1 ost a 

special ring gluon to her 

by her father. 

r>. 

i 
*1 

£ 
4- 

if 

A‘‘ 

• 1 
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Some Hindis arf nwr wcrr oy\ the boay. 

Ma-iy rr. ce b.jt fewer men na'i pass through ,;j crack irr 

the wall. A rierchant might sell you the means, 
V 

47 
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drrk it scon afterward or 

you !l nffver llvo pa it 

the hour. 
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The weight of one will open the way, Bet flown food and a 

frying i-izard could hold the door. 

.C- 

Eettel 

crave the Water as 
■i 

♦ 
much as men, but a horrid water creature guards the 

way! If the 'water mon&ter were d’&tracteo long enough, 

the goblms could open a gate and the creature would be 
washes awa.y into the deepest underground sea. Only d* 

wizard, adept at sailing, stands a chance of distracting 

the monster and making bis escape. 

This is the final step before enter ng the dragon's 

lair,..do whatever you must to help the goblins open the 
way. Your journey is almost complete “ perhaps we wi I 

stand together against t+ie dragon; 
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Sandcastle Biography 

I 

I 

i 

After writing Music tons t li rtl ioi i Set *, Will 
Harvey louruk'd Sarah .istle, wiiah has produced 
the wiki mini-golf game, 7a ny Gotr, .j r i J mm 

I he Immortal1'. Will is worldmz toward writing 
the first interactive film. It s more like a ride at 
[)isney La ml ,"hm phiins cry|>t Leal ly, VV 111 is a 
E>h.D. student in Artificial Intelligence at Stanford 
Universttv- 

1 a it t. Hood i ng, a nut i ve <si j amaica 
character animation at t..al Arts. Last year, he 
col labor a red with Will on Zanv Golf. Ian's 
u n pa ra I Ivied al tvntiot 11 u del a il i s i ilwlous in sue! i 
stu ri n i ng a ni ma t ion as Za n y s bouncing 
hamburger and I he Immortal's ravenous worm. 
Ian is now working on animated films at Disney. 

Michael Marcantel was, trained at C.ji Arts in film 
graphics. After Iris school years, Michael a pp I led 
Ins talent to projects ranging from sign painting 
to film making, One year ago, he joined Sand- 
castle to work his magic on The Immortal's 
graphics. Michael is now in Brazil visiting friends 
ami study ing the local color. 

Brett G. Durrett has been programming com put 
ers since hi git school He quickly got Involved in 
designinga nd prograntming computer games. 
Brel I joined kandcastle to do versions of I he 
itimortal ..incl /any Golf Brett spends most of his 

free time buying small rodents and complaining 
■<1 h(HIE lushair. 

Credits 
Game Design: Sandcaslle: Will Harvey. Ian Gooding, Mu. 
M(l i c a n tel a nd H ret r i j. I) u rret t 
Ss)ttwane Will ttarvev 
Graphics: Ian Gooding and Michael MarCatll.cl 
M li si c: Rob H nhhard 
Producer; Don Trlieget 
Associate Producer ;.fim Rushing 
Assistant Producer: Happy Kk her and Jon Horsley ' 

Product Manager: Christopher t'hompson 
Art Director: Nancy long 
Package Art: Gerald Chin 
Documentation: David luotoand Jennie Maruyama 
Testing: Ed Gwyiul, Mike Wallis, and Orlando Guzman 
Special Thi*n k c: Hill St an sf kid 

Copyrights 
Soft wa re © 19 90 Wi 11 I la rvey 
Pa ckagt E Sesi gil © 1 £>£>0 I '.1 c c t r« > rt Lc Art s 

All rights reserved 

t icensed hv Nintendo ot America Inc 

1 he Immortal ' Isa trader Hark td I EeClnulk Arts 

Music Construction Set and /am G arc trademarks uf 
electronic Artv 
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COMPLIANCE WITH FCC REGULATIONS 

F hi s equ i p rile n 1 gen e ra les, a nd lists rud It a i req i jcrtcy en tig >' a nd if 
noi instil ltd and used properly, lhai is., in si riel accordance with 
the manufacturer's instructions, may cause interfere nee ro radio 
and television reception, It litis been type tested and found to 
comply with the limits for a Class B computing device in accor¬ 
dance with the sped Heat ions in SubpartJ of Part ISoh i-CC Rules, 
w h idi a re d es Lg r1 ed t o prov i dc reasona hie protect ion a gui list su c h 
interference in a residential installation. However, there is no 
g u a ran tee t hat in lc rferonee wi 111101 ckx u r 3 ft a part leu lar l nsi al la¬ 
tum If t his equ i p me 111 does cause i rite rferc11 ce to r..i dlo or t ek"v i¬ 
sion reception. which can be determined by turning the equip¬ 
ment off and on, the user is encouraged to try to correct the 
interference hy one or more oi the following measures: 

* Reorient I he repelvlng a rite n m 
* Relocate the \f.S with respect to the receiver 
• Move the N'KS away from I lie receiver 
• Ring the IS Jr. Is into a different outlet so that computer and 

receiver are on nt circuits. 

If necessary, the user should consult the dealer or an experienced 
radio/(clevis ion technician for additional suggestions. 'She user 
may find I he following booklet prepared hythe l-edetal t: nm mu¬ 
tt j ca lions Com m isxlon he tpfu I: 
How to Identity amt Resolve Rmliu — t 'V Interference Rmhletm. 
This booklet is available from the C.S. Government Printing 
Office. Washington. D.C, 20402. 
Stock N O- Ot)4-tMM>-CK)d 45-4, 

ELECTRONIC LIMITED WARRANT} 
Lloeircjiiic A ris warrants lo I he original imrcl'iaser oJ tins Electron ic Arts 
software produci ibi ihc medium cm which this computer program 
is recorded is tree horn detects in match ah and work man ship lor a period 
of n i nety i (|( is si ays (mini tie stale 1af p ureh use Ibis Fleet tk. >r i is An s m )i iware 

warrants ot anv "as is,'' without ex]tress or im program is sold 
kind, and L.tcctionis. Aits is mil liable for any losses or damage.1; nf any 
kind resulting from use of this program, kleclromc Aris agrees for a 
period of ninety I90>days m either repair csr replace, ai trs ajnion, free 
uf charge, anv Meet runic Atis software product, postage paid, with pronJ 
of purchase, at the Klee trunk Arts Warranty Department. 

I his war i an tv is, not applicable lo normal wvatand tear. This warranty 
shall not he applicable and dial! Ik- void ii thv detect in the F.lceironic 
Arts soflware product has aTid-ai through abuse, unreasonable use, mis¬ 
treatment or neglect. 3 HIS VVARRAM V IS |N I.IMJ t Jl ALL OTHER W A ft - 
HAN UK AND NO OTHER HHL'HfcSFNI ATIONS OH < I AIMS Of ANY NATURE 
SHALL 111 BINDING ON OH OBLIGATI LLI < THXJMC: lit IS. WT IMPLIED 
WARRANTIES API'! K All'll TO I'JHtS SOFTWARE PRODUCT, INCLUDING 
WARRANI ll-S OF Ml lu:BAN I ABILITY ANI> FITNESS FOR A PARTICULAR 
I'UHIXiSh, Utt. l.JMfTED TO INI MM IV (9t)J DAY PERIOD DESCRIBED 
ABOVE. IN NO TVFNTWU I I ! 11 L HI )Mi ARTS BF t IAfif.1: HUi ANY SI'J 1 I A1 
N( lOFNT.AL. OR CONSFQUT.N TTAI ITWf-UU-N rfsijj hno from lmssfn- 

SION. USI OK MALK N(: I tON Oi THIS ELECTRONIC ARTS SLlf'l IS ARK 

■ROI5UCT. 

Ann ic \t# U'S do n i jI ill low limit ath ui s as h i1 it >w it mg arum plied Wd r rantv 
bets and/or exclusions or limitations nf incidental or consequential 
damages so the above limitations and/or exclusions of liability may not 
apply to v-ou. I hb warranty gives you sjjecit'k rights, and you may also 
have other rights which vary from stale to state. 

I 

tiectronic Arts 
1*0. Box 
San Mateo, CA 94403-7 >7H. 

If you need hi talk to someone jlmut l (ie Ini mortal. at 11 us at 14-15. :■ 
.>1 (■> Vlmulav through Friday Ix'tsvwri NFidani and 4:.if>pin, Pacific 
time 





A WARNING: DO NOT USE WITH FRONT 
OR REAR PROJECTION TV A 

Da not use a from or rear projection television with your 

Nintendo Entertainment System' and N£$ games. 

Your projection television screen may be permanently 

damaged if video games with stationery scenes or patterns 

are played on your projection television. Similar damage may 

occur If you place a video game on hold or pause, it you use 

your projection television with NES games, Nintendo will not 

be liable for any damage- This situation IS not caused by a 

delect in the NES or NES games; other fixed or repetitive 

images may cause similar damage to * projection television. 

Please contact your TV manufacturer for further information, 
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